The purpose of this paper is to design and implement the user motion pattern control system for the simulated vehicle. After analyzing the user motion patterns in the system, the patterns are used to control the moving direction of the simulated vehicle such as forward, backward, turn right, turn left etc. The patterns in the system around are sent to the simulated vehicle in real time. In order to execute the suggested user motion pattern control system, the Kinect is used for executing the system. The Kinect recognizes the specified user motion patterns and it transmits the data to the user motion pattern control system. There are nine kinds of the user motion patterns in the system for controlling the simulated vehicle. In addition to this, some sensors are used to detect the condition of the simulated vehicle. GPS is also used to estimate the current location of the simulated vehicle and to obtain the driving information.
I. Introduction 1)
Coming era of advanced information in earnest, the machines with built-in computer are already became the component of today society and it`s impact in our daily life is increased day by day. We still use keyboard, mouse, joystick and more as an interface for the computer mani- To recognize human motions, we will use the Kinect module that is used for a side of recent gaming industry.
The Kinect recognizes the human actions and it can control So we consider how to control real object such as a vehicle, a helicopter and so on when the human action is used only. After that, the detailed manipulation of an object can be made possible. Upward a device, what is such as a probe or a unmanned and son on, is applied to the place where the human can look a display when he can not go directly. In this case, the manipulation will be possible by how being a little more convenient.
The purpose of this paper is to design and implement the user motion pattern control system for the simulated vehicle. After analyzing the user motion patterns in the system, the patterns are used to control the moving direction of the simulated vehicle such as forward, backward, turn right, turn left etc. The patterns in the system around are sent to the simulated vehicle in real time.
In order to execute the suggested user motion pattern control system, the Kinect is used for executing the system. The Kinect recognizes the specified user motion patterns and it transmits the data to the user motion pattern control system. There are nine kinds of the user motion patterns in the system for controlling the simulated vehicle. Some sensors are used to detect the condition of the simulated vehicle. GPS is also used to estimate the current location of the simulated vehicle and to obtain the driving information.
II. Design Considerations
In order to design the user motion pattern control system, three design considerations are analyzed and used to the suggested system as follows:
• The most important factor for the user motion pattern control system is to feel his mind easily and to control correctly for users, so the Kinect based control concept is adapted to the suggested system.
• The sufficient analysis of the user motion patterns should be sent to the server because the patterns are very large, they are executed to the server for fast processing.
• Because the correct awareness of the various status in the surrounding environments is very important, the sensors such as ultrasonic sensor, gyro sensor, accelerated sensor, light sensor, temperature sensor, GPS and camera are necessary for executing the user motion patterns.
III. System Design and Implementation
System Overview
The system overview of the user motion pattern control system for the simulated vehicle is shown in Fig. 1 . The 
System Configuration
The overall system configuration of the user motion pattern control system for the simulated vehicle is shown in Fig. 2 .
A. Monitoring Part
The monitoring part is consisted of the kinect module, the processing module and the interface module. Those modules are executed in the server. The kinect module
Fig. 2 System Configuration

